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Game Playing Help: 

Starts on Page 16 and includes Multiface Pokes, plus the usual mass 
of Game Playing Help on; Super Soccer, 1942, World Games, Fist II, 
Bombscare, Gauntlet (with Maps), Cop Out Bomb Jack, The 
Planets, The Wild Bunch, Knuckle Busters, Martianoids, Ghost 
Hunters, Star Runner, Chronos, Saboteur II, Hercules, How To Be A 
Hero, Nemesis, Into The Eagles Nest, Druid (with Maps), Legend 
Of Kage, Great Escape, Howard The Duck, Saracen, Bomb Jack II, 
Krakoub Throne Of Fire, Star Raiders II, Amaurote, Arkanoid, 

Auf Wiedersehen Monty, Classic Muncher, Nether Earth, Orbix 
The Terrorball, Dragons Lair II, Hacker II, Curse Of Sherwood, 
Gunstar, Grange Hill, Dynamite Dan II, Gauntlet Maps, 180, One 
Man And His Droid, Short Circuit Map, Thrust Map, and Split 
Personalities. 

Articles: 


Page 9: Scott Moore takes a further look at theVideo Arcade scene. 
Page 38: Video World introduced by Andrew Harrison 
Page 40: Things arc simmering down at 1338 


Reviews: 


Reviews start on Page 6, and include a look at Mario Bros, Auf 
Wiedersehen Monty, Express Raider, Sentinal, Saracen, Greyfell, 
Saboteur II, Army Moves, Howard The Duck, and Dogfight 2187. 


Plus all the other news from the Home Computer World. 
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Editorial 


Welcome to issue 18, 
I of the Spectrum Arcade 
handbook, which as you can 
see, has been re-named, 

What Poke? In fad there are 
now five seperate issues of 
What Poke? produced 
monthly, but they are for five 
completely different machines. 
We have made the change in 
title, in preperation for our 
' nationwide launch of the new 
I style handbooks. Those 
I readers who also purchase 
I our Adventure Handbook, will 
note the similarity in title, and 
this is al planned to give a 
corporate image for our game 
playing handbooks. This 
change of title, wi be 
followed up by a change in 
quality of handbooks, in the 
| very near future. 

Things appear to be 
I aH go in the magazine industry, 
these days, with a great many 
changes, some not so good. 

I Sunshine Publications, who 
| produce Popular Computing 
I Weekly, have re-vamped 
their style, and at the same 
time upped the price. They 


have also taken the major 
step of dropping their regular 
Adventure, and Arcade 
players columns, which gave a 
mixture of game help, and 
advice on a regular basis. 
Although with respect, one 
page per week on these 
subjetfs, was far from 
adequate, and something had 
to give in the long run. We 
feel that this may mean that 
P.C.W. wil move away from 
the game playing angle, short 
term, and perhaps 
concentrate on news 
concerning the bigger 
machines, STs, Amiga’s etc. 
They do keep a review 
section, which takes a look at 
all home computer releases, 
and no doubt win produce 
special supplements on game 


playing from time to time. 

News just in, as I write 
this Editorial, is that two 
further Computer magazines 
are producing their last issues 
in June. Both Computer 
Gamer, and ZX Computing, 
are to be scrapped, both in 
fact owned by Argus Press. 

This certainly r t sr.l surprise 
us here al H & U. even to the 
extent, that when produced 
Magazine reviews many 
issues ago, we questioned the 
long term future of Computer 
Gamer, and we've been 
proved right-AJso Following on 
from Amtix another News field 
mag LM, is to be sold off, if 
there are any buyers. Yet 
again a mag fails earty in its 
life, and certainly about this 
publication aimed at the 
Youngsters, we were indeed 
sceptical about its success at 
the time of it’s release. Amidst 
all this magazine depression, 
we are still at full throttle for 
our launch, and believe that if 
we can come up with the right 
quality, we’ll be successful. 

Anyway let’s get of 
our soapbox, and leave you 
to enjoy the handbook, see 
you all next issue. 


Software News 

Gremlin have 
announced their planned 
releases for May and June, 
which will include Alien 
Evolution, Nimrod, Water 
Polo, Thing Bounces Back, 


and Bounder 2. 

Advance are 
boasting a great deal of 
interest for their latest U.S. 
Game license. Laurel and 
Hardy is a name that will help 
sell a computer game, but 
then again, so was 
Eastenders. 


Microvalue 
30,000 Sales 

Microvalue, the 
Tynesoft spin off budget label, 
are quick to boast a sale of 
30,000 for their recently 
released Microvalue tape, 
released over 7 formats. 
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Gold, Silver, 
and Platinum 
Cassettes 

The British Micro 
Federation is to initiate 
awards for home computer 
games. The industry will give 
official recognition of unit 


sales in excess of stated 
quantities. A silver cassette 
will be awarded for sales in 
excess of 50,000 units, gold 
for sales above 100,000, and 
platinum for over 200,000. 
Any software house can 
apply, whether a game is new 
or old, provided that an 
Accountant or Auditor can 
testify to the units sold. 
Mastertronic are quick to 


point out, that if they apply, 
they will be a little short of 
wallspace for all their 
bestsellers. Some firms are 
less enthusiastic, and of 
course, the B.M.F. are not 
doing it for free - the software 
house would have to fork out 
for its claim. £50 for silver, 
£75 for gold, and £100 for 
platinum. Cassettes certainly 
cost a lot these days. 


Game Console 
Re-Launch 

The Atari 2600 

games console, that originally 
appeared in 1977, before the 
Micro computer boom, is now 
being re-launched through 
Mail Order Firms and 
Department Stores. Back in 
1977, it would set you back 
£200 for a unit, and now the 
re-launch price is a mere 
£49.95. Atari look to sell 


Automata - 
Yours For free 
(Almost) 

Automata has been 
up for sale for a few months 
now, and owner Christian 
Penfold, who wants to pack 
up and go and breed St. 
Bernards, will give the 


PCW Drops 
Arcade 

Popular Computing 
Weekly, as from May 1st, has 


150,000 units this year. One 
major stumbling block, back in 
1977, was the price of the 
game cartridges, but this has 
been overcome with games 
ranging from £2.99 to £9.99, 
in line with computer software. 
Initially, 40 games will be 
available, but it is rumoured 
that all maj™ so—•" r - houses 
will be contacted in the near 
future, in the hope that they 
will produce games for the 
machines, or, convert existing 
computer titles. 


company to the first caller. 

The package includes the 
rights to 30 games, plus, 
Piman's unwashed suit! One 
sour note is that purchasers 
would have to make good 
Automata's outstanding £200C 
debt. Christian Penfold is very 
philosophical about it all, and 
remarks "10 years ago this 
country was a great computer 
software country, but now it's 
crap!” 


been re-vamped in style and 
content. Strangely enough, 
the Tony Kendle arcade 
column is to be dropped. 
Sunshine Publications do 
state, that this is not the end 


Macsen Go Bust 

Don't despair, but 
you won’t be seeing a Macsen 
licensed Eastender Adventure 
game, at least for now, as 
Macsen have gone under. 
They apparently owe a 
staggering £350,000. 


Japan Loves 
Monty 

Gremlin have 
licensed their Monty on the 
Run game to a Japanese 
software house for 
conversion to the popular 
Nintendo Games machine. 
Claims are that the amount 
paid to Gremlin runs into six 
figures. Gremlin hope that 
further titles of theirs will 
receive similar treatment, with 
Trailblazer being tipped to 
follow. At a six figure sum a 
game-Why Not! 


of their links with arcade, and 
believe that they need to 
devote more space to the 
subject, than one column per 
issue. But their plans for now 
remain sketchy. 
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GAME REVIEW 
SECTION 

The Scoring System: 


Between 

Between 

Between 

Between 

Between 

Between 

Between 

Between 


90-100% H&D Rave 
80-89% Excellent 
70-79% Very Good 
60-69% Good 
50-59% Average 
40-49% Poor 
30-39% Rubbish 
00-29% Garbage 


Title: MARIO BROS 
Publisher: Ocean 
Address: 6, Central St, 
Manchester, M2 5NS. 
R.R.P.: 7.95 (Sp), 8.95 
(C64). 

Game Type: Arcade 


Another licensed 
game from Nintendo, that 
should be familiar to video 
arcade players. The Mario 
Bros go by the name of Mario, 
and Luigi, who as a team, or 
against each other must keep 
the pesky varmits off their 
pipes. The game in typical 
arcade platform fashion 
features, fireballs, and 



numerous 
pesky 

creatures, not 
too mention the 
slippery floors. 

To get rid of a 
varmit, you 
must get under 
him and jump to 
bend the 
platform under, 
which knocks 
him out and 
then go up and 
kick him off. 

Avery 
simple but 
addictive game 
that doesn't 
give screens 
full of 

animation, but 
provides hours of typical 
arcade style ducking and 
weaving. The action takes 
place in 2D, and you get a 
side on view of the screens. 
The option of one or two 
players is very good, 
especially when you consider 
that on the two player mode 
you can either help or hinder 
each other. Animation is good, 
and fans of the arcade 
oroginal shouldn't be too 
disappointed with this 


conversion, which is one of 
the best we have seen so far. 
Action is fast, so don't buy, if 
you like to have time to think 
when you’re playing games. A 
Very Good release. 

Mario Bros The Scores 
Graphics 82% 

Playability 76% 
Addictiveness 83% 
Lastabilrty 84% 

Value For Money 79% 

H&D rating 79% 


Title: AUF WIEDERSEHEN 
MONTY 

Publisher: Gremlin 
Address: Alpha House, 10 
Carver St, Sheffield, SI 
4FS. 

R.R.P.: 7.99 (Sp), 9.99 
(Ams,C64). 

Game Type: Arcade 
Platform. 

Monty's certainly 
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come a long way, from first 
meeting Arthur Scargill, in his 
debut release, escaping from 
prison in Monty is Innocent, 
being cfn the run in the game 
of a similar name, and now 
he’s fleeing for his life across 
Europe, in this latest Monty 
episode. It goes on for nearly 
as long as the 1338 Saga. The 
aim is to enable Monty to earn 
enough money on his travels, 


so that he can buy the Greek 
Island of Montos, where he'll 
be safe, probably because no- 
one’s ever heard of the place. 
Monty fences with the Mona 
Lisa, races in a Grand prix, 
mix's it with the Mafia, falls in 
love in Rome, gets drunk on 
wine in Germany, and 
numerous other things during 
his travels. 

Most of the play 















takes place on the now 
familiar packed Monty 
screens, of which yet again 
there are numerous, and all 
full of the usual disappearing 
platforms, nasties, ropes, 
ladders etc. etc. Gameplay is 
every bit as good as Monty, 
on the Run, and remains 
incredibly addictive. There 
are not many software 
Houses who can take a 
theme, use it for four 
successive releases, and still 
make a hit with game players, 
but Gremlin appear to have 
pulled it off. 

If you're already fed 
up with the Monty games, then 
this will not appeal, but fans of 
the platform ladder style, will 
no doubt love this new 
addition, and probably send 
Monty once again to the top 


of the charts. Buy it. 

Auf Wledersehen Monty 
The Scores 
Graphics 91% 


Playability 89% 
Addictiveness 93% 
Lastability 92% 

Value For Money 86% 
H & D Rating 91% 


Title: EXPRESS RAIDER 
Publisher: US Gold 
Address: Units 2/3 Holford 
Way, Holford, Birmingham, 
B6 7AX. 

R.R.P.: 9.99 (C64,Ams), 

8.99 (Sp). 

Game Type: Arcade 

The latest arcade 
conversion, and in this one 
you play the part of a real 
cowboy, in his quest to rob the 
fastest train in the West. 

There are various stages to 
the game firstly, you must fight 
your way onto the train. Then 
make your way along the top 
of the train. Once you have 
defeated all your enemies on 
top of the train, you must ride 
along on top, and take part in 
a gun battle against some of 
the meanest cowboys in the 
West. 



there is a Practice mode to 

the game, which allows you 32 accompany the game are 
lives, and two trains on which taken from the arcade 
to practice. There is a Normal original, but the actual playing 
mode, and Advanced mode, screens are pretty effective, 
but we would recommend and they do give a feeling of 

plenty of practice first. reality as the train chugs away 

The screen shots that in the foreground. Animation 
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of the characters is good, 
although it is not much fun 
watching your man end up in a 
heap, time and time again. 

The game is very 
similar to another, where you 
race along the top of a train 
that was released a couple of 


years back, although the title 
escapes me for now. If you 
like fast action kick em' ups 
and shoot em' ups then this 
should appeal. A typical 
arcade conversion that lacks 
a little content but should give 
hours of aggravating play. 


Express Raider The 
Scores 
Graphics 82% 
Playability 75% 
Addictiveness 73% 
Lastability 76% 

Value For Money 69% 
H & D Rating 73% 



Title : SENTINAL 
Publisher: Firebird 
Address : First Floor, 64 - 
76 New Oxford Street, 
London, WC1A IPS 
R.R.P: 9.95 

This game has to 
defy a Game Type 
description, as it is 
nothing like anything we 
have come across 
before. TheSentinal 
has under his control 
thousands of 
landscapes. It is up to 
you to one by one 
wrestle each from his 
power. TheSentinal 
perches himself on the 
highest point of any 
landscape and he also 
has strategically placed 
sentries. You are able 
to spend time looking 
around the landscapes 
as the Sentinal and his 
sentries will only 
become active when you 
start to absorb or use 
energy. The total amount of 
energy will remain constant on 
a landscape and each square 
should contain only one 
energy unit. If the 
Sentinal/Sentry come across 
a square containing more than 
one unit of energy they will 
reduce it, by one unit at a time 
and in so doing create a tree 


units and places you randomly 
on the landscape. The 
ultimate aim is to face and 
absorb the Sentinal then 
hyperspace to the next 
landscape. 

As you can probably 
make out from the description 
the game is very 
unusual and some 
stunning graphics add 
to the ability of the 
game to leave you 
totally dumbfounded. 

It is perhaps unfair to 
call this a game but 
perhaps an 
experience which is 
why perhaps it may 
lose out. Many 
players will be totally 
confused and very 
impatient. The game 
will have a cult 
following, but 
unfortunately as with 
cult items people who 
enjoy it will be a 
minority. 

It is great to 
look at and a 
challenge, but sadly it 
must suffer on the 
lastability aspect. 

Sentinal - The Scores 
Graphics 96% 

Playability 76% 
Addictiveness 78% 
Lastability 71% 

Value For Money 78% 

H & D Rating 73% 


on the landscape. You act 
similarly to a Sentinal/Sentry 
and can absorb energy. Your 
energy units are closely 
monitored and for you to 
move around the landscape 
you must create robots and 
transfer to them. Should a 


Sentry/Sentinal spot you, you 
have 5 seconds to move or risk 
being drained of energy and the 
game ending. If the 
Sentinal/Sentry cannot absorb 
your energy then it turns the 
nearest tree to you into a meanie. 
Once a meanie sees you it causes 
you to hyperspace. To 
hyperspace loses you 3 energy 
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Around The Coin 




Scott Moore a regular 
contributor to our game 
hint section, takes a further 
look at the Video Arcade 
World, and looks at three 
popular games. 


Title: Kick and Run 
Producer: Tarto 
Cost Per Play: lOp 

This game has no 
dramatic storyline, and no 
planets to save, its just a good 
game of Soccer. One thing to 
strike you is the Cabinet, yes 
its another "Gauntlet - style 4 
joystick game". 

When the lOp has 
been safely installed into the 
machine, you have the options 
of playing the Computer, or 
inviting friends to play against 
each other. The teams are 
then chosen, and they quickly 
assemble on the pitch amid 
the cheering, and whistling of 
the crowd. The game is 
played with the aid of a 
joystick, firebutton, and foot 
pedal (used for slide tackling, 
and shooting). If the scores 
are level after 45 seconds, a 
second half will be played and 
if it's still level after that, then 
a penalty shoot out takes 
place. All the features of 
football are in ie. Free kicks, 
corners, and penalties. The 
graphics are not spectacular, 
but overall it's a good game 
especially with friends. There 
are also a lot of amusing 
touches. 


Graphics 71% 

Hookability 95% 

Instability 86% 

Value 80% 

Overall 83% 

Title: Paperboy 
Publisher: Atari 
Cost Per Play: lOp 

After the thrills of 
Space Harrier last month, I’m 
looking at another classic 
arcade game. You are a 
paperboy delivering the 'Daily 
Sun' to your customers on 
your bike. Not all the houses 
are subscribers, and these 
are easily distinguished by 
their greyish appearance. 

The papers must be 
thrown into the boxes, or onto 
the step, if you fail to achieve 
this the subscriber will cancel 
his papers. There are 
numerous obstacles to avoid 
such as Dogs, Skateboarders 
and Cars. When a run has 
been completed there is a 
BMX course to ride on, this 
will get you more points 
afterwhich a map is displayed 
of customers, that have been 
lost or won. The graphics can 
be described as 'Nice', the 
sound effects are excellent 
with phrases such as "Send 
me the bill" or "Wasn't my 
fault" adding realism . Overall 
its not a bad game. 

Graphics 93% 

Hookability 90% 

Lastabilrty 79% 

Value 80% 


Overall 79% 

Title: Bubble Bobble 
Publisher: Taito 
Cost Per Play: 20p 

You are in control of 
a Dragon, in a platform based 
game, capable of blowing 
large bubbles, to clear the 
different screens of dwarfs. 
You must blow a bubble at a 
dwarf thus capturing it, then 
give it a 'Head Butt' to make 
him an 'Ex' dwarf. The dwarf 
will then turn into food which 
you can then eat. 

There are also other 
bubbles on the screen 
containing such items as 
Water and Fire. If you burst 
these then its goodbye 
dwarfs. There is a time limit on 
the screen, but the picking of 
the pink bubbles makes the 
game-play faster. A nice game 
which relies on novelty, and 
prettiness, but after a while 
interest wanes. 

Graphics 85% 

Hookability 89% 

Instability 71% 

Value 75% 

Overall 72% 

Here at H&D, we 
welcome any views you 
have on the standard of 
Arcade games, in your 
area. Scott will be back in 
a future issue, with more 
reviews, on what's 
available in the Video 
Arcades. 
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Title: SARACEN 
PublishenDatasoft 
(US Gold) 

Address: Units 2/3, 

Holford way, Holford, 
Birmingham, B6 7AX. 
R.R.P.: 7.99 
Game Type: Arcade 
Adventure 

During the Holy 
Crusades, the brave, and 
adventurous young 
soldiers of the Christian 
world travelled to the 
"Holy Land" to fight the 
infidel Saracens. You 
play the role of a 
Crusader llan, who must 

seek out and destroy the evil 
Chief of the Saracens, in the 
many mind boggling mazes of 
increasing complexity and 
difficulty. A game of fast 
action, and strategy designed 
to keep you riveted to your 
computer for hours on end. 

These are their 
words not ours, and to be 
honest to stay there hours on 
end you would have to be 
nailed to the chair, never mind 



riveted. To be nice to the 
game it is a sort of poor man's 
Gauntlet, where you receive a 
birds eye view of the maze, in 
which your stick man runs 
about, picking up keys and 
crossbows, so that he can 
shoot the nasties. 

Many of you may 
remember a game called 
Realm of Impossibility, where 
absolutely no expense was 


spent on graphics, although 
strangely enough, as with this 
effort, you do find yourself 
playing for quite a while. 
Animation is terrible, although 
you are warned on the inlay, 
when it tells you that soldiers, 
bok like snow flakes, very 
impressive, why can't they 
bok like soldiers? The 
Saracen Chief who is the 
object of your crusade looks 
more like a boiled egg with a 
punk hairstyle. 

It is a great pity that 
such an interesting game 
scenario, should be wasted in 
such a way, although it is a 
game I'd gladly laugh at and 
play, if it cost say £1.99, but at 
an extra £6 forget it. If you 
thought that Gauntlet's 
graphics were poor, then try 
to get a look at this one. 

Saracen The Scores 
Graphics 38% 

Playability 66% 
Addictiveness 48% 
Instability 52% 

Value For Money 35% 

H & D Rating 42% 


Title: GREYFELL THE 
LEGEND OF NORMAN 
Publisher: Starlight 
R.R.P.: 8.99 (Sp,Ams), 

9.99 (C64). 

Game Type: Arcade 
Adventure 

The land of Greyfell, 
is a pretty miserable place, 
since the evil Mauron nicked 
the Orb Of Life, and hidden it 
deep within his stronghold. As 
long as the Orb is in his 
possession, the land will never 
know the sound of laughter 
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again. Legend has it that one 
day a saviour will come to 
rescue the land, and it so 
happens that a cat named 
Norman having had a few to 
drink has volunteered to 
become this saviour. The 
people of Greyfell, being a 
simple lot, took him on board 
as their hero, and wished him 
well. So complete with his 
rucksack he sets off into the 
night to begin his quest for the 
Orb. 

All the actbn takes 
place on interconnecting 3D 


perspective screens, and you 
control Norman on his 
wanderings. Background 
scenery is at times sparse, but 
equally well at times, very 
effective. There are certain 
characters that can be of 
help, and their charbatures 
are on the inlay, equally well 
there are the nasties, 
including a Killer Tomato! As a 
cat you have nine lives, plus a 
stamina level, that must be 
kept fuelled. 

You have the ability 
to converse with characters 







you come across, and 
being a clever cat, can 
even cast spells. 

A game in our 
opinion will succeed if it 
is immediately playable 
once you have it 
loaded in, or failing 
that, has a scenario 
that whets your 
appetite to go and play 
the game. Greyfell 
although nicely 
animated, falls into 
neither category, 
although the game 
does improve if you 
stick with it. 

One main flaw 
is the pace of the 



game, as Norman either 
moves slowly or very 
slowly, depending on just 
how busy the screens are, 
and this does put you off. A 
cat is a very unlikely hero, 
and it just doesnt work. 
Touches of humour in the 
program help, but 
gameplay will probably put 
a bt of people off. 


Greyfell The Scores 
Graphics 88% 
Playability 65% 
Addictiveness 58% 
Instability 59% 

Value For Money 61% 
H & D Rating 60% 


Title: SABOTEUR II 
AVENGING ANGEL 
Publisher: Durell 
Address: Castle Lodge, 
Castle Green, Taunton, 
Somerset, TA1 4AB. 

R.R.P.: 7.95 

Game Type: Arcade 

Adventure 

Well here's a kick in 
the eye for all those male 
chauvinists, as in this sequel 
you play the role of the Ninja's 
(from Saboteur I) beautiful 
sister, who must avenge her 
fatally wounded brother. 
Remember how he broke into 
the central security building 
and stole a disk containing the 
names of all the rebel leaders, 
and informatbn about the 
dictators large missile sib. You 
must hang glide into the high 
security complex, whbh 
amounts to over 700 screens. 
Search for the pieces of 
punched computer tape that 



control the missile’s flight path, 
and re-direct it before lift off. 
Then make good your escape 
on a motorbike down the only 
tunnel. 

Fans of Saboteur will 
no doubt thrill to the extended 
wanderings of their character, 


whether female 
or male. 

Graphics and 
animation are 
as with the first 
with the playing 
screen 

containing the 
large graphbs, 
and below an 
energy level, 
time limit, 
objects held, 
and objects 
near 

information. 

Durell kindly 
give you an 
outline map to 
the complex, 
which is of help, no matter how 
minor. No guard dogs in this 
one just puma’s!, not too 
mentbn the android guards 
and wait for it, vampire bats. 
The Android guards have a 
multitude of weapons from 
knives to flame throwers. 
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There are varying levels of 
play, but unlike the previous 
game, you can on»y go up the 
levels by completing each, 
which gives you a code to 
allow you onto the next. 

One minor complaint 
is that in a bid to make the 
game larger, which they have 
Durei! have had to reduce the 
quality of animation, which is 


Title: ARMY MOVES 
Publisher: Imagine 
Address: 6 Central St., 
Manchester, M2 5NS. 

R.R.P.: 7.95 (Sp, Arris), 

8.95 (C64). 

Game Type: Arcade 

You are a member of 
the crack Commando squad 
SOC (Special Operations 
Core), used specifically for 
dangerous missions. It is up to 
you to fight your way through 
to enemy headquarters, and 
steal information from their 
safe, which is vital if you are 
to win this conflict. The game 
is made up of 7 stages. Stage 
1 has you attempting to reach 
the enemy helicopter base, 
with your missile equipped 
jeep. You will come under 
attack from the air and 
ground, and also have to put 
up with damaged bridges, 
which can only be jumped 
across. Stages 2,3, and 4 
have you in the helicopter 
crossing over deserts, seas, 
and jungles. Avoid such things 
as fighter planes, submarines, 
missile silo's, and armed look¬ 
out posts. Stage 5 has you on 
foot as you must get through 
the swamps and enemy 
oarracks. Stage 6 has you 
fighting your way through the 
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not quite up to the standard of 
the original. Stiil excellent 
though and very playable. 

The game is ideal material for 
mapping, and once again 
should appeal to players of 
varying arcade skills, as timing 
| is just as important as speed, if 
' you’re to be successful at the 
game. 

An excellent sequel, 


that is a must if you enjoyed 
the original. 


Saboteur II The Scores 
Graphics 78% 
Playability 85% 
Addictiveness 87% 
Instability 86% 

Value For Money 82% 
H & D Rating 84% 


barracks, and the final Stage 
! 7 has you at the bunker, 

: where the information is 
' hidden. 

The game is played in 
• 2D, and is really a mixture of 
| many arcade shoot em’ up 
games in one, with titles such 
as Moon Buggy, Green Beret, 
Breakthru, and Skramble 
immediately coming to mind. 



But because it is a mixture, 
this adds tremendously to the 
gameplay. Although the game 
does call for a good deal of 
arcade skill, there is a definite 
need to plan a strategy under 
extreme pressure. Imagine 
have realised the difficulty of 
the game, and have included 


some general playing tips 
within the inlay. 

As a comparison it is 
certainly far harder to play 
than say Green Beret, and so 
if you had problems with that 
effort then this could not be 
recommended, a great pity 
because the graphics and 
animation are excellent, and 
shouldn't be missed. 

The program in fact 
bads in two parts, unless you 
own the 128K Spectrum, which 
bads it as one. To play Part 
Two, you do need a Password 
from the first. Points are 
awarded for destroying the 
enemy, from 250 for 
destroying a helicopter, up to 
1500 for blasting a submarine. 
You start with 5 lives on level 
1, with a further 9 on level 2, 
with a bonus life every 25000 
points. 

One of the best 
Arcade style games to hit the 
streets, and certainly Imagines 
best for a long time, although 
far from easy to master. 

Army Moves The Scores 
Graphics 85% 

Playability 66% 
Addbtiveness 78% 
Instability 84% 

Value For Money 77% 

H & D Rating 81% 
























Title : HOWARD THE 
DUCK 

Publisher: Activision 
R.R.P. : 8.99 
Game Type : Arcade 
Adventure. 

Howard the Duck the 
film was a flop in the U.S.A., 
which even lead to a change 
in title for its U.K. release. It 
apparently is not packing 
them in over here either. This 
has not stopped Activision 
bringing the computer game 
over here. The hero and the 
part you play is of Howard an 
oversized duck, now we won’t 
ay anything about the game 
driving you quackers or 
anything as silly as that (oops! 
we did). There you were 
boogying with your friends 
Beverly and Phil when all of a 
sudden you find yourself on a 
:!canic island. Yes the Dark 
Overlord has kidnapped your 
friends, and it is up to you to 
rescue them. Being a Quack 
Fu Master you start upon your 
mission.The Volcanic island is 
in fact a series of small islands 
and your mission is to 
advance through skill levels 
achieving mini missions as you 
go, ie as a novice your aim is 
to find, and cross the bridge 
to receive a higher ranking, 
and to continue a more 
difficult level. The islands 
have mutant guards, these 
are actually mounds that can 
be stomped on to stop them 
appearing, or you can kick or 
punch the mutants to kill them. 
The whole game is played 
within a time limit, or can end if 
you allow too many mutants to 
appear on an island, this has 
the effect of crowding you out 


and 
ending 
the 
game. 

Ultimatel- 
y you 
have to 
make 
your way 
to the 
Dark 
Overlord 
, if you 
can blast 
him three 
times, 
then you 
will kill 
him. After 
this you 
still have 
to shut 
off an 
erupting 
volcano, 
before you rush off to rescue 
Beverly and Phil to receive 
your final score and rating. 

The overall playing 
area is large, and you get a 
birds eye view of the action. 
Howard is easy to control, 
and as well as the mutants to 
dispose of, at times he has to 
time his leap over some 
mutant slime, should he 
misjudge he gets slimed. To 
progress in the game you must 
find a back pack, and this will 
help him cross the tidal 
channels between islands, 
which takes a good deal of 
skill. The mutants must be 
kicked or punched if they 
have latched onto Howard. 

You must firstly make them 
spin by making contact, and 
only then with a further strike 
get rid of them. 

Howard is very well 


animated, and it is initially 
good fun to roam, and jump 
around the islands. 
Unfortunately the game does 
become a little tedious, with 
the islands looking very 
similar, and the mutants 
appearing time and time 
again. It may have been 
better for there to be 
different mutants, with 
differing skills requiring, 

Howard to react accordingly, 
as it is getting rid of them 
becomes a little monotonous. 
There is a large area to 
explore, and mapping is good 
fun but the game does lack 
content. Crossing the 
channels is by no means easy, 
and at least it does add a 
challenge to the game to find 
the best way across which is 
not always the most obvious. 

The game is quite 
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playable, but unless you find 
yourself progressing through 
it, you may quickly bore of it. 
The action livens up a bit as 
you get your Ultralight, and fly 
into the volcano, but many will 
not stick it out this far. 

Activision are a 
software house from which 
you never know quite what to 


Title: DOGFIGHT 2187 
Publisher: Starlight 
R.R.P.: 9.99 (C64), 8.99 
(Ams,Sp). 

Game Type: Arcade 

You play the part of 
Rhett Dexter, who has had 
foresight to see the possibility 
of an alien invasion. The old 
ones had believed in such a 
thing, and had secreted 100 
pieces of a warp field 
generator around the 
universe. Once put together 
these 100 pieces would close 
any hole in space, and it would 
be through such a hole that 
the invasion will come. As 
Rhett you have enlisted the 
help of a few close friends, 
and you manage to steal the 
World Corporations new 
experimental interstellar 
fighter. Now as Rhett you 
have jumped aboard, pushed 
the button for hyperspace, 
and away you go. 

The game enables 
either one player against the 
computer, two players against 
the computer, or player 
against player, and the action 
takes place on a split screen, 
with your instruments below. 
You must scour the universe 
for pieces of the generator. 
Enemy craft may also be 
carrying pieces of generators, 
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expect. They can produce 
innovative stuff that is both 
exciting, but sometimes 
boring. Howard is great to 
look at, and fun to play for a 
short while, but leaves you 
with a feeling of frustration. 
Certainly a game that would 
appeal more to the U.S. 
market than ours, but there 


are a lot worse about. 

Howard The Duck - The 
Scores 
Graphics 86% 
Playability 78% 
Addictiveness 65% 
Instability 67% 

Value For Money 62% 

H & D Rating 64% 



and should you destroy them, 
then you can pick up their 
piece. You can only carry two 
pieces of generator at a time, 
and you must deposit these 
near the hole. You have 
options of refuelling, and 
recharging your shields. The 
playing area is massive, with 
over 250 sectors, and you 
must achieve your mission 
within a time limit of 30 
minutes, otherwise you have 
failed and the aliens will 
control your universe. 

Action is very fast, 
and you can't hang about if 
you have to do it all within a 
30 minute deadline. The 
gameplay is very reminiscent 


of Starion, another 
popular game of over a 
year ago. If anything we 
found Starion to be 
better, and this only 
improves on it by 
allowing a two player 
game. It is an excellent 
vector graphic shoot em' 
up, with the principal 
being to clear a sector of 
aliens, so that the parts 
of the generator are 
revealed. We found the 
game to be fun at first, 
but it grew a little 
monotonous, with an 
advantage off course in 
that you're restricted to 
30 minutes play. 

Starion for our 

money was a lot slower, but a 
far better game. The element 
of team work adds to the 
game, as two of you can take 
on the computer. Definitely a 
Top Gun of the Space ways, 
and if that type of game 
appeals then it's well worth a 
look. 


Dogfight 2187 The Scores 
Graphics 66% 

Playability 73% 
Addictiveness 63% 
Instability 58% 

Value For Money 62% 

H & D rating 63% 


















Computer 

Poetry 

We did warn you that 
we'd be hearing more from B. 
R. Pell. Well, here's a poem to 
whet your appetite; 

ME AND MY MICRO 

(or, a boy's best friend) 

My best friend's a micro 


It's the best mate IVe ever 
had. 

Does my homework 
Three times faster than my 
Dad. 

Keeps track of all my finances 
Does all my accounts 
The money from my paper 
round 

And other small amounts 
My Dad said he wished he 
hadn't got it 

And he's going to take it 
away! 


I tell him its the Future 
They'll be everywhere one 
day 

He grunts, and groans a lot 
Says it isn't right 
But guess who I saw 
Playing on it the other night! 


Okay, we know it isn't 
exactly Wordsworth, more 
your Pam Ayres, but at least it 
shows bottle . Well done Mr. 
Pell! 



We Want 
You !!!! 


(and your mates) 


As you may or may not know, we plan to distribute all 6 of 
our handbooks to Computer Retailers, in the very near future. 

Our overall package, will mean a far larger, and better style of 
handbook all round, with lots more information, and more 
importantly, a lot more game playing help. For our launch, we do 
need your co-operation, in sending as much information as you 
can. Also even though you may get this, the Spectrum Handbook, 
you may have friends on other machines, C64/128, Amstrad, BBC, 
and C16/Plus 4. If so please tell them what we're trying to do, and 
if they can send in any original hints, pokes, and maps, for their 
various machines, we'd be very grateful, and they could get some 
free software. If you wish to see this handbook improve, and grow, 
please give us your support. Cheers. 
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Game Playing 

Hints Section 


P. J. Chapman supplies the 
following hint 


Bombscare 

To complete the 
game , find a Screwdriver, a 
Monkey Wrench, a Pair of 
Pliers, and a Mallet, and then 
go back to the start. 


P Carney offers the following 

help: 


Gauntlet 



bullets. 

Watch out for bottles 
as they are fast, large and 
deadly. 


To survive 

indefinately select a two 
player game, controlled by 
Joystick (Kempston). When 
one of your characters die, 
press his magic button, and 
then when you press fire on 
the joystick, he will rejoin the 
action. Unfortunately you lose 
special powers, but by 
repeating the exercise you 
can survive indefinately. 

Cop Out 

Always shoot the 
spinning bottle, as it makes 
things much easier. 

Always use the birds 
to score double. 

Always shoot 

vehicles as you score 3000+, 
and it stops their hail of 
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Bombjack 

Always go for the 
bomb with an active fuse, as 
you score double. 

Go for the *P* in a 
circle, as this enables you to 
eat the enemy. 

The Planets 

Codes for some time 
capsules. 

Earth * Life 
Mars = Einstein 
Venus = Newton 
Jupiter* Pioneer 
Mercury * 1066 AD 

The Wild Bunch 

When playing this 


game, always keep notes of 
the outlaws. 

If possible, buy a 
horse, and plenty of food and 
water. 

Before leaving town, 
get a telegraph to see where 
the Pinkerton Agent is. 

As soon as you reach 
town, visit the sheriff. 
Rewards often increase once 
you have done so. 

If you are short of 
cash, then playing poker 
should help. However, don't 
bet money on a poor hand. 

Alertness is the 
watchword when playing this 
game. Careless play will 
cause you to visit that great 
ranch in the sky. 


Concherty offers a mixture 
of Multiface 1 pokes, and 
some game playing hints. 

Dandy 

Poke 35972,201 Stops 
moving creatures 
Poke 27598,0 Thor Infinite 
Time 

Poke 27647,0 Sheba Infinite 
Time 


Super Soccer 

As the players enter 
onto the pitch, press T,G,H, 
together. If you do it four 
times, the penalties start, and 
































It is easier to win. 

ACE 

Poke 38056,24 for infinite 
lives. 


Lap of the Gods 

Poke 53790,201 stops energy 
countdown. 


Paperboy 

Poke 49263,45 for infinite 
papers. 

Glider Rider 

Poke 34391,0 for infinite 
bombs 

Poke 34973,0 for infinite 
energy 

Poke 34818,0 for infinite time 
Poke 37441,0 to stop lasers 
firing 

Poke 34829,0 to slow down 
the time count 
Poke 37440,0 to disable 
lasers. 


Thrust 

Poke 65428,153 for infinite 
lives 

Poke 65433,214 for infinite 
fuel. 


Dynamite Dan 2 

Poke 29544,201 No 
creatures 

Poke 29002,182 for infinite 
energy 

Poke 33170,201 No DrBlitzen 


Dan Dare 

Poke 47710,201 for infinite 
energy 

Poke 46885,201 for infinite 
time 

Poke 43526,0 for infinite 
ammunition 

Poke 42863,0 to allow you to 
fall as far as you wish without 
damage. 

Poke 42111,0 for infinite 
freedom (vital) 

Terra Cognito 

Poke 45427,n (n = number of 
lives 1 - 255) 

Poke 45004,0 for infinite lives. 

Robin of the 
Wood 

Poke 49911,0 allows you to 
wander anywhere. 

1942 

for infinite rolls keep 
your finger on the number 1 
key. 

Nosferatu 

For infinite lives poke 32499,0 


World Games 


Weightlifting 

The sequence for the snatch 
is:- Down, Up, Down, Up, 
Down. 

The sequence for the Clean 
and Jerk:- Down, Up, Down, 


Up, Down, Up, Down. 

Please remember to put the 
weight down when the light 
goes white 

Barrel-jumping 

Choose the number of barrels 
you require and press fire 
twice. Then move the skaters 
legs in a rhythm, and when you 
are level with a black arrow 
press the fire button. If you 
clear the barrels correctly pull 
your skater down to land. 

Cliff Diving :- 

Press fire twice and when 
you're in the air, push up once 
and let go. Now this next step 
is important. When you see 
the water Pull Down Hard on 
your joystick, once in the 
water then jerk to the left. 

Slalom Ski-ing 

1 think it's better to give you a 
key before hitting you with the 
Slalom directions. 

S= Straight 
L = Left 
R = Right 
C = Centre 

2 = You pass through two 
flags 

Here are the directions 
S, S, R, L, L, L, C, C, L, L, C2, 

L, C, S, S, R, L, L, C, R, C, S, 

S, R, L, L, L, L, L, L, C2, R, C, . 
R, C, S, S, R, L, R, R, C, C, C, 

R, VOILA. 

The symbols indicate which 
side of the screen you need to 
be on. 

Log Rolling 

As with the Barrel Jumper, 
move the Lumberjacks legs in 
a sort of rythm or you may fall 
off. To slow the log down or 
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even change its direction, Indestructable 

press fire when running. 

Bull RidingDecathlon 
Choose your own Bull POKE 31935,0: Infinite 

(Ferdinand is the easier to energy 

ride). If the Bull is Bucking then 


move in the same direction ie. 
Left or Right. If the Bull spins 
push down on your joystick 
quickly. If the Bull halts 
suddenly move in the other 
direction ie. If the Bull faces 
left then you push to the right. 

Caber Toss 

The rhythm movement is 
required again here. Then 
when you are ready to Toss 
the Caber, press the fire 
button (remember to stop 
first) when the Caber starts to 
wobble press the fire button 
again. 

Sumo Wrestling 

What can I say, iVe failed and 

can give no help at all here! 

Some more Multiface 1 
Pokes 

Bombjack 2 

POKE 33562,0: Infinite 
energy 

Kung Fu Master 

POKE 27982,0 : Infinite lives 

Zub 

3 OKE 37473,201 : No 
nenaces 

Xevious 

3 0KE 53757, 0: Infinite lives 

Jack the Nipper 

•’OKE 44278,58 / 44285,58 : 


Fist II 

A Solution. First a key 

W * Worship 

L « Left 

R « Right 

U-Up 

D = Down 

F » Fight 

R, D, R, U, L, W, R, U, R, U, R, 
U, R, D, R, D, L, W, R, D, L, D, 
L, U, D, R, D, R, D, R, U, R, D, 
R, D, L, W, R, F. 

That’s it. But see what 
happens if you follow the 
instructions in reverse order. 
The only changes would be 
the L would become an R and 
the U would become a D and 
vice-versa. So the last four 
being L, W, R, F would be F, 

L, W, R. Easy eh! 

...And Finally! 


I was going to send 
you some maps as well, but 
whilst I was reading my book 
(Ten Years in the Saddle by 
Major Bumsore), the dog 
chewed them up! 

IVe a phobia about 
floors, so I went to the 
Psychiatrist. He said "Why 
aren't you afraid of something 
reasonable like heights?" and 
I said "heights don't kill you it's 
the floor that does that!" Now 
my Psychiatrist is seeing his 
own Psychiatrist. 


I also usually write 
poems, but this week, IVe 
decided to add culture to the 
handbooks with a recipe. It's 
for a boiled egg. 

Ingrediants: 

1 egg. 

Goodbye until next 

time. 


Mr. A. T. Jones has 

sent in some pokes for those 
who have a Microdrive 
Interface. Just enter the 
pokes you want before the 
last RANDOMIZE USR 
statement. All the pokes are 
original although some of them 
may have been in past H & D 
issues. Pokes don't always 
work for every version of a 
game ie. some games have 
different codings. These 
pokes will work for those 
people who could not get the 
pokes to work from the 
previous issues. So if you can 
understand that please read 
on. 

Bombjack 

Poke 49530,N Select Lives. 
Poke 49984,0 Infinite Lives 

Bombscare 

Poke 50129,0 Infinite Shots 
Poke 52777,0 Infinite Lives 
Poke 52286,0 Infinite Energy 
Poke 52382,0 Infinite Time 

Cauldron 1 

Poke 30066,0 Infinite Lives 

Cauldron 2 

Poke 53551 ,N Select Lives 
Poke 56975,191 Walkthrough 
Nasties with no energy tost. 
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Cobra 

Poke 38006,0 Total 
Invincibility 

Dynamite Dan 1 

Poke 51558,0 Infinite Energy 
Poke 52678,0 Infinite Lives 
Poke 59061,0 No Teleports 
Poke 58770,201 No Monsters 

Frost Byte 

Poke 36225,1 Infinite Lives 
Poke 36225,191 Walkthrough 
Meanies 

Poke 36225,201 No Meanies 

Ghosts N' 

Goblins 

Poke 32964,201 No Zombies 

Monty Mole 

Poke 35874,255 Fall any 
height without death. 

Poke 36301,201 No Crushers 
Poke 38004,0 Infinite Lives 
Poke 63467,N Select Lives 


Monty on the 
Run 

Poke 39060,201 Infinite 
Energy 

Thrust 2 

Poke 33996,N Select Lives 
Poke 34200,0 Infinite Lives 
Poke 34460,0 Infinite Time 

Wizards Lair 


Donald Hay supplies 

the following pokes 


Knuckle Busters 



Merge header and insert the 
following poke before the 
Randomize USR statement. 
Poke 35991,0 for infinite lives 
Poke 61813,0 stops the clock. 

Martianoids 

Merge header and insert 
following poke before 
Randomize USR statement. 
Poke 46793,0 for infinite lives 


Ghost Hunters 

For immortality, enter the 
following and play tape from 
the start. 

10. Load""Code 23296 
20. For F=23354 to 23361: 
Read A: Poke F,A: Next F 
30. Randomize USR 23296 
40. Data 62,201,50,40, 
219,195,69,178 


Star Runner 

For infinite time enter the 
following 


10. Border 0: Paper 0: Ink 7: 

Clear 27000 

20. Load m, Code 16384 

30. For F=23296 to 23316: 

Read A: Poke F,A: Next F 

40. Randomize USR 23296 

50. Data 17,220,132,221,33, 

0,118,62,255,55 

60. Data 205,86,5,62,0, 

50,152,193,195,104,191 

Chronos 

Enter and run the following: 
10 LOAD"" CODE 
20 RANDOMIZE USR 64960 
Play the tape from the 
beginning and when the O.K. 
message appears enter the 
following :- 
POKE 53407,255 : 
RANDOMIZE USR 64000 
Press ENTER twice and you 
will have 255 lives. 


Saboteur II 

Merge the header, and then 
add thefolbwing line:- 
3 POKE 37122,0 : POKE 
35874,0 

Press RUN then ENTER and 
load the rest of the tape. This 
gives infinite time, and 
disables the flamethrowers. 


Hercules 

Enter and run the following 
then play the tape from the 
start :- 

10 CLEAR 24820 
20 PAPER 0: INK 0: 

BORDER0:CLS 
30 POKE 23658,8 
40 LOAD "" CODE 16384 : 
LOAD CODE"" 

50 POKE 40074,0 (Infinite 
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Poke 47968,0 Infinite Lives 
Poke 49117,201 No Meanies 
Poke 51419,0 Infinite 
Weapons 

Poke 52 81,0 Infinite keys 
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lives) 

60 RANDOMIZE USR 53780 
Change line 50 to POKE 
40005,N (where N = lives 
required if you do not want 
infinne iives.) 

How to be a 
Hero 

(for Infinite pineapples) 

10 CLEAR 65535 
20 INK 0: PAPER 0: 
BORDER0:CLS 
30 LOAD " CODE 16384 
40 FOR f = 23336 TO 23343 
: READ a: POKE f,a: NEXT f 
50 RANDOMIZE USR 23296 
60 DATA 62, 0, 50, 70, 205, 
195, 216, 183 

Run the above and then play 
the tape from the start. 

Nemesis 


Merge header and list it. Then 
add ONE of the followinq 

lines. 

53 POKE 51949,0 (Infinite 
lives) 

53 POKE 51480,1 
(Invincibility) 

Then press enter and run then 
load the rest of the tape. 

Into the Eagles 
Nest 

(Infinite keys, ammo and also 
Invulnerability) 

10 CLEAR 57344 
20 LOAD '• CODE 
30 FOR f = 58726 TO 58737 
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: READ a: POKE f.a: NEXT f 
40 RANDOMIZE USR 58368 
50 DATA 62, 0,50,176,160, 
50,64,158, 50, 32,143, 201 

Run the above, and then play 
the tape from the start. 


Scott Moore has sent the 
following game playing hints 

Legend of Kage 

Forest 

Kill three red Ninjas and a blue 
Wizard will appear. The fourth 
Wizard will be red and when 
killed you move left to exit the 
level. Somewhere on the 
branches there is a flashing 
Pixel which is a prayer book. 
Pick it up and fall to the 
ground and then for 10 
seconds all the nasties will be 
killed. 

Moat 

This is quite easy, ten blue 
Ninjas to kill. The easiest way 
to succeed is to go in the 
water, and fight. 

Rampart 

Jump up the numerous walls to 
get to the top. Red Ninjas are 
on guard, to make your task 
more difficult. 


1 st Climb up the staircases to 
proceed to... 

2nd Run up to the Princess, 
and cut her free with your 
sword whilst avoiding the red 
Wizards. 

You will return to the forest 
with the princess, but she is 
again kidnapped by a blue 
Ninja. You must kill a female 
boxer by sword, then you will * 
go on to the next season, 
which will be Autumn followed 
by Winter, Spring, Summer . 

etc.. 

Now a loading piece of advice 
Load the game and when 
the music plays STOP the 
tape. The tune will now play 
continuously. 

Great Escape 

There are 4 red cross parcels 


1. Parcel of goodies - boosting 
morale 

2. Cutters - essential for 
completing the game and are 
used for clipping fences. 

3. Bar of chocolate - Comes in 
very useful. Give it to one of 
your fellow prisoners and he 
will distract the guard while 
you escape. 

4. Compass - also needed in 
your escape plans 

The parcels increase 
your morale level when 
collected. 

There are numerous 
tunnels in the camp but 
torches are needed to search 
them. 

Always have an idea 
where the Commandant is, so 
as to avoid him. 

If you wear the 
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German suit, you can explore 1001 DATA "40013EFF3 
the ’Out Of Bounds’ area 7",437 

without trouble. Remember 1002 DATA "CD560530F 
though, the Commandant sees 1 ",585 


through the disguise. 

To get rid of the 
dogs that hinder your escape. 
Place poison in their food. 

Jon North has sent in the 
following pokes. 



Krakout 

10 REM Krakout by Jon 
North 

20 CLEAR 65535 

30 LET d=3e4: FORf-l to 10 

40 READ a$,a: LET t«0 

50 FOR g=1 to 5 

50 LET b=CODE a$(g*2-1 )- 

48 

70 LET b=b-(7 AND b>9) 

30 LET c=CODE a$(g*2)-48 
X) LET c=c-(7 AND o9) 

100 LET b=b*16+c: POKE d.b 
!10 LET t=t+ti: LET d=d+1 
120 IF d=30041 THEN LET 
)=65192 
130 NEXTg 

!40 IF toa THEN PRINT 
Error in line",1+999;’ by "i-a: 
5TOP 1 

50 PRINT ’Line"1+999;’OK’ 
60 NEXTf: RANDOMIZE 
JSR 3e4 

000 DATA "DD21CB7F1 
’,601 

, age 24 


1003 DATA “3E8032F67 
F’,613 

1004 DATA "3EFE322F 
80’,541 

11005 DATA’C3F47F80 
DP,917 

1006 DATA’B5D1B190 
8D’,852 

1007 DATA ’8B97CEC 

CP7*» OQO 

1008’DATA’C8AF32E 
5B5’,835 

1009 DATA "C3A88B0 
000’, 502 

Chronos 

t 

For Infinite lives Play the tape 
from the start. 

10 REM Chronos by Jon 
North 

20 CLEAR 24982: 
LOAD-CODE 

30 LET d=64968: FOR f-1 to 

40 READ a$,a: LET t«0 
50 FOR g-1 to 5 
60 LET b-CODE a$(g*2-1 )- 
48 

70 LET b,b-(7 AND o9) 

80 LEToCODE a$(g*2)-48 
90 LET oc-{7 AND o9) 

100 LET b-b+16*c: POKE d,b 
110 LET t=t+b: LET d-d+1 
120 IF d=64995 THEN LET 
d«65280 
130 NEXT g 

140 IF toa THEN PRINT 
•error in line’1+999;" by ’1-a: 
STOP 

150 PRINT Une "1+999;” 

OK" 

160 NEXTf: RANDOMIZE 
USR 64960 

1000 DATA ’BF31DAFF 


37",768 

1001 DATA 
00", 329 

1002 DATA 
80’, 1094 

1003 DATA 
90",934 

1004 DATA 
C6’,835 

1005 DATA 
4D",701 

1006 DATA 
00", 667 


"CD560521 

’FFE3FBE9 

"DFB5D1B1 

"8D8B97CE 

"C7C8AF32 

’DEC300FA 


Throne of Fire 

When you type in your name, 
if you type in "Rachel", then 
the computers player dies 
very quickly. 

Howard the 
Duck 



For 
Infinite 

lives, and to ensure that the 
nasties leave you alone. 

10 REM Howard the Duck by 
Jon North 
20 CLEAR 24575 
30 LOAD-CODE 65024 
40 Poke 65076,91 
50 FOR f-23544 TO 23550 
60 READ a: POKE f.a: NEXT 
f 






70 RANDOMIZE USR 65024 
80 DATA 175,50,125,223,195 
90 DATA 248,192 

Saboteur 2 


Merge the loader, ignore the 
OUT OF MEMORY error, 
and type this line: 

2 POKE 61382,0 
Now RUN and restart the 
tape, for infinite energy. 
LEVEL CODES. 

Level 2-JON IN 

Level 3 - KIME 

Level 4-KUJI KIRI 

Level 5 - SAIMENJITSU 

Level 6 -GENIN 

Level 7 - Ml LU KATA 

Level 8-DIM MAK 

Level 9 - SATORI 

For level 1 just press ENTER 

Saracen 


Multiface poke for infinite 
lives 

POKE 30066,0 

Bombjack 2 

This routine gives you a large 
number of Jacks (Not that 
type of Jack!), in fact you get 
INFINITE Jacks! Play the tape 
from the start. 

10 REM Bombjack 2 by 
J.North 

20 CLEAR 6e4:LOAD "" 
CODE 

30 POKE 65226,250 
40 FOR f = 64e3 TO 64006 
50 READ a: POKE f,a: NEXTf 
60 RANDOMIZE USR 64700 
70 DATA 175,50,35,99, 
195,0,91 


Knucklebusters 

For infinite lives 

MERGE"" the loader and 
add this line: 

35 POKE 35991,0 
then RUN and restart the 
tape. 

Star Raiders II 

Play tape from the 

start: 

10 REM S.Raiders by Jon 
North 

20 CLEAR 29999: LOAD"" 
CODE 

30 FOR f = 65070 TO 1 e9: 
READ a 

40 IF a = 999 THEN RUN USR 
65 e3 

50 POKEf,a: NEXTf 
60 DATA 175,50,76,172 
70 DATA 175,50,169,139 
80 DATA 33,0,0,34,199,166 
90 DATA 195,48,117,999 



Line 60 gives infinite 
energy. Line 70 makes the 
baddies shoot themselves but 
you still get the points and line 
80 stops the lasers 
overheating. Line 90 is the 
end marker, so don't delete it. 


Star Runner 

For infinite time play 
tape from start: 

10 REM Star Runner by Jon 


North 

20 BORDER 0: LOAD H * 
CODE 16384 

30 FOR f = 23306 TO 23317 
40 READ a: POKE f,a: NEXTf 
50 RANDOMIZE USR 23296 
60 DATA 205,86,5,175,50 
70 DATA 152,193,33,104,191, 
80 DATA 229,233 



Into The Eagles 
Nest 


Pokes, play tape 
from the start: 

5 rem I.T.E.N. by Jon North 
10 CLEAR 57344: LOAD"- 
CODE 

20 POKE 58726,175 
30 FORf = 58727 TO 1e9: 
READ a 

40 IF a = 999 THEN RUN USR 
58368 

50 POKEf,a: NEXTf 
60 DATA 50,32,143: REM 
ammo 

70 DATA 50,64,158: REM 
keys 

80 DATA 50,176,160: REM 
hits 

90 DATA 201,999: REM end 
mark 


Lines 60, 70, and 80 
can be left out of the 
program, if you don't want the 
option, they give an infinite 
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amount of whatever's in the 
REM statement. You cant 
leave out the other lines 
though they're important. 

Cheats 

Type the following 
into the hiscore table when 
you get a hiscore (not hard) to 
cheat. YOU MUST LEAVE 
THE SPACES IN. 

DAS CHTgives infinite hits. 
DAS NME gets rid of nasties 
DAS MAP gives map mode. 
When the game starts you 
control the cursor. Use keys 
or joystick to move it and 
FIRE to go up a floor. The 
number in the corner is the 
location in memory of the bit 
of map covered by the cursor 
(useful if you want to make a 
screen editor) 

You also get 100,000 
points (ace for getting the 
other cheats in) MAP OFF 
turns the map mode off. 


Also on the menu 
screen, you are given an 
option to LOAD DATA (option 
9), but this needs a password. 
This password is 02303104. 

Amaurote 

Pokes 

MERGE "" the bader and 
type any of these pokes 
before the USR, then run and 
restart the tape: 

POKE 45991,0 * infinite 

district damage 

POKE 46192,0 * bombs donl 

bounce 

POKE 38341,0 * no 
expbsions 

POKE 46366,0 * infinite 
money (so you can buy infinite 
everything else) 

Arkanoid 

First get a hiscore, 


then type PBRAIN as your 
name (no spaces). Every 
game after that, when you 
start it'll say SPACE TO 
CHEAT. Press SPACE and 
you start the new game in the 
last room - complete one 
screen a go and you’ll finish 
the game after 33 goes. 

Press R,J,B,N or just wait, and 
the game will start from the 
beginning again. 

Auf 

Wiedersehen 

Monty 

Gremlin have got 
some very weird cheats and 
AUF WIEDERSEHEN 
MONTY IS NO EXCEPTION. 
TO ACCESS THE CHEAT, 
TYPE: 

LOAD"": REM MONTY 

The MONTY must be 
in capitals with no extra 
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^Generator 


| Exit 


$ = GokJ 
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P = Potion 
F= Food 
K = Key 
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For a Map of level 1 
and tips refer to 
back issues. 
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spaces. When the game 
loads the first thing to notice is 
that the two Montys on the 
menu don't move as the 
message scrolls across, but 
they break-dance, when it 
says IF YOU WANT TO 
CHEAT THEN GET 
HACKING. You don't have to 
wait for this you can go 
straight into the game. On the 
first screen you will see a 
wierd object that looks like a 
red flag. Pick this up, and the 
cheat mode is activated, ff 
you are zapped by a crusher, 
or you drown you don't bse a 
life, and you are immortal to 
the other nasties. 

IVe been told by my 
128K friend Simon Parker that 
the cheat for Auf 
Wiedersehen Monty does 
work for the 128K. 

Classic 

Muncher 

Merge program, and 
add this line for infinite lives: 

65 POKE 30532,0 

Nemesis 

For infinite lives, play 
the tape from the start: 

5 REM Nemesis by Jon North 
57 POKE 51949,0 
100 MERGE RUN 

Nether Earth 

When you build a 
rpbot you get 20 credits or 
what ever they are. This 
program lets you have infinite 
credits: 

10 REM Nether Earth by J 
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North 

20 POKE 23693,0: POKE 
23624,0 

30 CLEAR 65535: LET a - 
64730 

40 LOAD"' CODE a 
50 POKE a+ 23,255 
60 FOR f - 65280 TO 65288 
70 READ a: POKE f,a: NEXT f 
80 RANDOMIZE USR 64730 
90 DATA 175,50,128,202,33 
100 DATA 0,166,229,233 

Orbix The 


20 CLEAR 32767: LOAD"" 
SCREEN $ 

30 LOAD’"CODE:POKE 
35766,0 

40 RANDOMIZE USR 33025 

This works on 48K, 

I'm not sure about 128K. I also 
dont know if it'll work after the 
first load (waterfalls, 
whirlpools) 

Ghost Hunters 


Terrorball 


Don't renumber this 
program, just type it in as it is 
and start the tape: 

2 REM Orbix by Jon North 
4 CLEAR 65520: MERGE "" 
6 FOR f - 65523 TO 65535 
8 POKE f, PEEK (f-41760) 
10 NEXTf: POKE 65529,191 
12 RANDOMIZE USR 65523 
When loaded press a 
key, then type POKE 32188,0 
for infinite lives, then 
RANDOMIZE USR 36560 to 
start the game. 



For infinite lives play 
tape from the start: 


10 REM DL2 by Jon North 


Press P to pause the 
game, then type (don't press 
simultaneously) GHOST 
(without CAPSHIFT pressed). 
When you press the T you go 
into teleport mode. Use the 
keyboard to travel around the 
mansion (each key leads to a 
room) then press SPACE to 
carry on the game in that 
room. 


For infinite macho 
energy, play tape from the 
start: 

10 REM Ghosthunters by Jon 
North 

20 LOAD '"'CODE 
30 FOR f - 23354 TO 23360 
40 READ a: POKE f,a: NEXTf 
50 RANDOMIZE USR 23296 
60 DATA 175,50,214,216,195 
70 DATA 69,178 


There are several 
replies from the hiscore table. 
Type these for a reply 

KILLAPEDE 
ROBIN HOOD 
CHEAT 
PHILIP OLIVE 
ANDREW OLIVE 
SPECTRUM 
I HATE SPECY 
CODE MASTERS 





PANDA 

COMPLEX 

Hacker II 

When logging on, 
type these for replies or other 
effects to spark off World , 
War III: 

RED 7 WHITE 6 

BLUE 1 ROA 

00987 COVER 

YASHAR WOGAN 

HIPPY 

The 00987 gets you 
past all the Actisource 
rubbish, and lets you straight 
into the game. 

How To Be A 
Hero 

10 REM H.T.B.A.H. by Jon 
North 

20 CLEAR 65535 
30 LOAD ""CODE 16384 
40 FOR f=23336 TO 23342 
50 READ a: POKE f,a: NEXT f 
60 RANDOMIZE USR 23296 
70 DATA 175,50,87,205,195 
80 DATA 216,183 

This routine only 
makes your energy go down 
on the first pineapple, you are 
immortal. It works on all the 
scenarios. Play the tape from 
the start. 

Curse of 
Sherwood 


For Infinite Lives, 
Merge"" the loader, and 
EDIT. Type POKE 64613,0, 


before the USR, then RUN, 
the program and restart the 
tape. 


Gunstar 



My version of 

Gunstar came from a foreign 
penpal, so I'm not sure 
whether you can MERGE this 
poke or whether it's a 
Multiface poke. Anyway: 
POKE 48731,0 gives you 
infinite fuel. 

Martianoids 


Play tape from the 
start for infinite lives: 

10 REM Martianoids by J 
North 

20CLEAR24576: LOAD"" 
CODE 

30 RUN USR24576: LOAD" 
"CODE 

40 POKE 46793,0: RUN USR 
24576 


It's been a while since 
I gave Specmate pokes, but 
here are some. When saving 
a TAPE DOUBLE SPEED 
copy, you can add these 
pokes in the loader to get 
different border colours. 

Poke the following numbers 
with 23844 for the short thick 
stripes, and/or 23901 for the 


main code stripes. Any 
combination is albwed: 

0-Black/Red 
1 - Blue/Purple 
3-Yellow/Green 
5-White/Cyan 

Other numbers give 
one of these results, so you 
might as well just stick to 
these. 


M.Gregg offers the following 
hints. 

Auf 

Weidersehen 

Monty. 

Take the football to 
Juventos in Italy 

Use the spanners to 
fix the lift. 

Give the cork to the 
boy in Amsterdam. 

Give the tulips to 
monty'sgirl. 

Take the steering 
wheel to Monaco. 

Take the wine to 
Dortmund. 

Take the bacon to 
Pirche in Czechoslovakia. 

Take the Mona Lisa 
to the fence in Itsudeboss in 
Italy. 

Grange Hill. 

You can climb the 
phone box. 

Use the fishing rod to 
get the bone. 

Say to the drug 
pusher ’NO'. 

Use the book to 
stand on it to get the plane. 
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Give a dog a bone. 
Throw the plane to 
get the matches. 

Give the dead cat to 

Imelda. 

Break the lock with 
the chair leg. 

To get the Walkman 
out of the staffroom, ask Hollo 
for the key. 


Walter Pooley cannot claim 
originality but he knows that 
people are after this poke so 
here he goes 

Dynamite Dan II 

(Infinite energy) 

2 BORDER 0:PAPER 0: 


INK 0 : CLS 

5 INK 7: PRINT AT 12,6; 
"PLEASE WAIT, LOADING" 

10 FOR f = 60000 TO 60049 

11 READ a: POKE f,a 

12 NEXTf 

16 RANDOMIZE USR 60000 

20 DATA 49, 23, 94, 221,33 

21 DATA 64,156,17,144,1 

22 DATA 175,55,205, 86,5 

23 DATA 48,242,33,132, 
234 

24 DATA 17,56,91,1,20 

25 DATA 0,237,176,62,52 

26 DATA 50, 71,156,195, 64, 
156 

28 DATA 33,0,24,34,74, 
113, 

: REM INFINITE ENERGY 

32 DATA 195,144,108,0,0 

33 DATA 0,0,0 


Steve Seager supplies help 
for this Domark classic: 

Split 

Personalities 

General: There are 10 faces 
to complete. Only 1 more life 
is available at 100,000 points. 

1/ Only bother with 
the Bonus Items for the first 3 
easier levels. After that just 
go for the taps: as a second 
means of removing the bombs 
and the diamonds: to increase 
the time limit. The rest should 
be got rid of as soon as they 
appear otherwise too much of 


)j/ 

by J. Morris 

To go UP wiggle the Joystick 

A T 

To go DOWN wiggle the joystick To go RIGHT wiggle the joystick 

!*- 

To go LEFT wiggle the joystick 


Using this method, you should find yourself going straight NOT diagonal. It's a lot easier! 
Remember to wiggle the joystick fast, or it won't work. Practise makes perfect! 
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the time limit is used up to 
complete the faces. 

* 

21 Even without 
these Bonus Items a score of 
100,000 can be reached. 

3/ For the final face 
(Marilyn Monroe) you will 
need to have at least 2 or 
more lives left as the pieces 
have to be placed in a 
specific order to complete 
and just one mistake when 
even halfway through can 
mean starting the face again 
(so a cool head is needed). 


Robert Troughton 
produces a game playing 
guide on one of the new, and 
one of the not so new, but still 
popular games: 

One Man And 
His Droid 

In the first part of the 
game, you have to reach the 
top of the screen map by 
dodging in and out of all the 
sheep. Once at the top, keep 
walking LEFT or RIGHT until 
you reach a long drop. Move 
over this, and under the 
teleport and push UP/DOWN. 
You will now be out into the 
main part of the level. 

To get the sheep into 
the pen, you have to get 4 of 
them in the correct place. 

First of all, go for the first 
sheep. Push him towards the 
teleporter, by blocking his 
other exits. This is hard to 
explain, so I will show you ... 


MAP ONE 

At a point like this, 
you need to be in front of the 
sheep, and it must keep 
following you. 

When you get to 
point A, hang SLIGHTLY 
below for the sheep to 
overtake you. Then, move 
down, so that the sheep can 
only go up (to teleport). 
Follow it up, making sure that 
it does not get out again. 




Teleport 


A 


One Man And His Droid Map2 





J 


MAP TWO 


Use a similar method 
as with one, but move to point 


A to block other two ways. 
MAP THREE 

On this part, move to 
point A. If you are lucky, the 
sheep will go up. If not, hard 
luck. 

If the sheep does go 
down passage B, you may be 
able to get the sheep back. If 
there is a dead end down B, 

(it may turn right/left then 
reach a dead end), the sheep 
will have to come up again. 
Block part C and hope for the 
best! 



The codes for this 
game has already been 
printed, but I found them a 
month earlier than they were 
printed. (Try using Martin 
Pugh’s print routine - or mine if 
it gets printed!) The codes 
are: 

LEVEL CODE 

2 BUBBLE 

3 SPECTRUM 

4 FINDERS 
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KEY 

- Computer Link Point 
= Filinq Cabinet 
= Chair 

-Sofa 

- Bookcase 

- Desk 

- Door 

= Locked Door 

- Coat Hanger 
R = Render 

P] * Packing Cases 


0 


Robot Guards 


^Guards 


t 


Plants 


10 * Green Dragon Book 

11 * Newspaper 

12 * Magazine 

13 * Door Key 
14- Bunch of Keys 

15 - Laser Hardware 
16* Password 


1 * Floppy Disk 

2 = Key Ring 

3 * Screw Driver 

4 * Remote Control 

5 - Pass Word 

6 - Jump ActYator 

7 -Wallet 

8 -NoteBook 

9 -Insect 


j 
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5 

GENETIC 

6 

7 

ZAPPED 

MEGASONIC 

8’ 

TIMEWARP 

9 

ECTOPLASM 

10 

GORGEOUS 

11 

SEASIDE 

12 

GIZMO 

13 

KINGKONG 

14 

HOLOGRAM 

15 

CURRYRICE 

16 

COFFEE 

17 

CASSETTE 

18 

TELESCOPE 

19 

COMPUTER 

20 

EDACRAEDA 

Auf 

Wiedersehen 

Monty 


Below is a list of just a 
few airports located in the 
game, and where they take 
you. 

Spain (Airport) - France 
(Paris) 

France (Paris) - Belguim 


(Antwerp) 

Belguim (Antwerp) - 
Luxemburg 

Luxemburg - Netherlands 
(Amsterdam) 

W.Germany (Bonn) - 
W.Germany(W. Berlin) 

E.Germany (E.Berlin) - 
Yugoslavia (Airport) 

There are other 
airports, but I don't know 
where they go - yet! Below is 
a list of some (most) objects 
and their value: 

EC (Euro Cheque) - £50 + 35 
pts 

BOTTLE-412 pts 
ONION -112 pts 
COCKTAIL-116 pts 
GUN-75 pts 
BERET-124 pts 
RECORD-191 pts 
CHERRIES - extra lives 
HEADS (?) - extra lives 
BEER -1038 pts 

Other objects like the 
Mona Lisa, the glass of 
(ermm) well.... some sort of 
white fizzy 
liquid, the 
tools, etc 
don't score 
anything 
until used. 

Wh¬ 
en inflight, 
if you hit 
planes with 
your 

propellor till 
they 
explode 
you get 100 
bonus 
points! 
Different 
platforms 


make you do different things - 
bounce, drop through them, 
eat through them (by walking 
into them), and some even 
electrocute you! (This justs 
halts your movements!) 

Some of the tasks on 
this game are REALLY hard 
to work out!! Here are 2 of 
the easiest: 
a/ Collect the BOX OF 
TOOLS and go to the LIFT on 
the screen below - it will now 
take you to the top without 
falling off the rails (This is 
worth watching just for a 
joke!) 

b/ To get the BEER, get the 
WHITE WINE first! 

That’s all I’ve found 
out yet! I think the bacon may 
have something to do with the 
bull that charges at you when 
you try to get your CAPE - but 
I havenl been able to make 
my way back! 

MOLEDAVIA should not be 
visited until you have bought it - 
the same goes for the screen 
next to it! 

As well as the TUNE 
that plays through out the 
game, there are loads if small 
jingles (Viva Espana and 
others..) They can be heard 
by selecting EFFECTS on the 
title screen (F7) Each time 
you leave a country and enter 
another, a jingle plays, there 
must be over 25 of them! 

Willow Pattern 
and Treasure 
Island 

The following tips 
work on both Willow Pattern 
(Firebird) and Treasure Island 
(Mr Chip) All Willow Pattern 

Page 35 







Page 36 























































is, is a cleaned up 
version of Treasure Island. 

If you need a sword, 
and there is a man about (one 
of the sword throwers), walk 
close to him, when he releases 
his sword, back away. When 
the sword lands, pick it up. 

The key is vital if you want to 
find the Treasure Island / 
Willow Pattern, princess / 
treasure. 

To score 100%, all 
men must be killed (make sure 
you pinch their swords!), all 
objects (except swords) must 
be collected, and the princess 
/treasure must be collected. 

The last part of the 
game is where Ben Gunn, the 
princesse's father chases 
after you. Simply make your 
way back to the screen near 
the beginning. 


And finally from Robert and 
for this issue: 

Druid 

(The complete players guide) 

Included earlier were maps of 
levels 4 to 8 (the first 3 are 
easy!). 


Tips 


The Table below clearly 
shows how to kill each of the 
nasties 

W = Water, F = Fire, E = 
Electricity 

Ghost W1,F1,E2 

Beetle W3,F1,E2 

Skeleton W1, F3, E2 

Snake W3,F1,E2 


Ralack W1,F2, E3 

Wraith W3, F2, E2 

Slime W3, F1,E2 

Devil W3, F3, El 

Level 5 to 8 feature 
skulls, these require CHAOS 
spells to be destroyed, but 
you must be touching them! 

On level 3, to get 
over the water, cast CHAOS, 
and INVISIBILITY then you 
may cross safely. For the map 
of this level refer to previous 
issue. When moving from one 
level to another, keep Golem 
right behind, and he should 
appear on the next level - if 
you go down the steps slowly 
enough. 

Get as many keys as 
possible - they are needed a 
lot, but not found much on 
later levels. 


^Help Wanted & Offered j 


Assistance 

Offered 

Mr A. T. Jones of 4, 
Whitstable Close, 
Chadderton, Oldham, Lancs, 
writes that if any reader is 
having trouble in copying 
their games onto Microdrive, 
or getting Pokes on 
Microdrive to work, he will 
copy any tape to microdrive, 
if they send him the original 
tape, a blank cartridge, and 
£1 to cover his costs. Also, if 
you are having trouble in 
getting the pokes to work on 

Chuckie Egg 2, then send a 


blank Microdrive cartridge 
and £1.50 and he will send a 
copy of the game with a menu 
option to play with Infinite 
Lives, Select Number of Lives, 
or a Normal Game. 


Arcade Help 
Wanted 

Paul Marwood of 10 Ordsall 
Green, Park End, 
Middlesbrough, Cleveland, 
TS3 ODR, requests the 
following help for Code 
Masters game Vampire. 

I have collected the 


cross, hammer and stake, then 
I have come across a small 
problem. After collecting the 
bible, and opening the wall 
with the flashing bible in, I 
have come to a place where 
there is an odd looking key, 
and no way to get to it. There 
is only a large gap, and below, 
there is no way of jumping 
onto the ledge above. Also I 
have found an object which 
cant be picked up, unless the 
same piece is carried, but I 
can't find the missing object. 

If anyone can help, I 
would be very grateful and 
this would remedy my 
problems. 
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Video 

World 



Introduced by Andrew Harrison 


This month I'll take a 
look at 3 videos which mix 
suspense, horror and love, 
indeed all good ingredients 
for a computer game!!! 

Title: TRICK OR TREAT 
Released by: Palace 
Running Time: 97 minutes 
Cert: 18 

Release Date: 15th May 

A must for all who get 
their rocks off on Heavy 
Metal, and good material for 
horror and special effects 
fans. 

The story is about 
Eddie, a hard rock freak in a 
California High School, who's 
life is made into that of a 
dog's, by the Preppies, and 
the Bleached Boys who think 
he's a nerd. 

His life centres 
around Heavy Rock legend 
Sammy Curr, so naturally he is 
devastated when Sammy is 
burnt to death in a hotel fire. 

A local DJ (played by KISS 
singer Gene Simmons) gives 
Eddie Sammy's last 
unreleased record, and when 
Eddie plays it backwards he 
gets messages from the grave 
(played forwards or 
backwards it sounded the 
same to me). 
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Sammy wants to get 
revenge on his tormentors, 
and Eddie is happy to oblige, 
as he gets revenge of his own 
on the Preppie bullies in 
school. But after things get 
out of hand, Eddie wants to 
stop, so Sammy reincarnates 
himself and goes around 
creating havoc. 

That wild man of rock 
Ozzy Osbourne puts in an 
appearance as a preacher 
against Heavy Metal. What a 
laugh, for his pains, he has his 
brains scrambled. 

Marc Price (Eddie) is 
adequate for the rock 
worshipper, Tony Fields 
(Sammy) is suitable, and Lisa 
Orapilini as Leslie, Eddie’s 
girlfriend had her moments. 

The special effects 
and make-up are good, but 
watching this has to be a 
matter of just just passing time, 
waiting for something better 
to come along. 

Title: PRETTY IN PINK 
Released by: CIC 
Running Time: 96 minutes. 
Cert: 15 

Release Date: 30th April 

John Hughes has 
cornered the market in teen 
movies, having given us The 


Breakfast Club', 'Sixteen 
Candles', 'Weird Science’ and 
his latest 'Ferris Bueller’s Day 
Off’. 

His latest to be 
released on video is no 
exception. He has taken'The 
Ugly Duckling’, 'Cinderella' 
plus a dash of 'Romeo and 
Juliet' to give us 'Pretty in 
Pink'. The result is a likeable, 
innocuous tale. 

The story is about 
Andie a 'Zoid' (poor kid), who 
falls for Blane a 'Richie' (rich 
kid), and encounters 
problems with his wealthy 
friends. Duckie, and Iona, 
Andie’s friends provide 
emotional security so she can 
fight back, and live happily 
ever after. 

The star of the film is 
Molly Ringwald, who plays 
Andie. She has also been in 
two other of John Hughes 
teenage movies, The 
Breakfast Club' and 'Sixteen 
Candles’. You may have seen 
her in 'Space Hunter: 
Adventures in the Forbidden 
Zone’, a low budget S/F 
movie. 

The film also stars 
Harry Dean Stanton as 
Andie's unemployed father, 
Jon Cryer as Duckie, Annie 
Potts as Iona and Andrew 




McCarthy as Blane, who has 
been in other teenage movies 
such as ’Class' and 'St Elmo's 
Fire', and is one of the young 
Hollywood stars who have 
been branded members of 
the Brat Pack, along with Miss 
Ringwald. , 

Title: SHANGHAI 
SURPRISE 
Released by: Warner 
Home Video 

Running Time: 96 minutes. 
Cert: 15 

Release Date: 29 th May. 

On paper the idea of 
co-starring the world's most 
publicized non-royal married 
couple, Madonna and Sean 
Penn, must of sounded like a 
sure-fire winner. 

Casting Pen as a 
brash hustler makes sense, 
but asking Madonna to play 
the prim missionary, is about 
as credible as Sylvester 
Stallone would be in the title 
role of Cinderella. 

As for the story, it's a 
hunt for a fortune in opium in 
Shanghai during 1937, and 
apart from some chasing, a bit 
of torture, a glimpse of sex, 
and some bad acting on 
Madonna's part that's about 
it. 

But, if you are 

absolutely determined to sit 
through all of Shanghai 
Surprise, the compensations 
on view include, Maurice 
Binders attractive opening 
credits, which look like a re¬ 
run of the ones he did for the 
1967 James Bond epic 'You 
Only Live Twice', Ernest 
Vincze's photography, and the 
Hong Kong locations are 


attractive. 

What it boils down to 
is don't spend your money on 
trash like this, use it on more 
urgent things like buying the 
dog a coat, or something like 
that. 

Video General News. 

As we are seeing a 
lot of sequels coming 
out.Here's a look at what’s in 
store for future release:- 

Commando II, 
Terminator II 

(Schwarzenegger), Rambo III 
(Stallone), Missing in Action III 



(Norris), Texas Chainsaw 
Massarce II, Howling III: The 
Marsupials, House II: The 
Second Story, American Ninja 
II, Death Wish IV (Bronson), 
Fletch II (Chase), Cannonball 
Run III and Superman IV 
(Reeve). 

So what do you think 
of that then, quite frankly, I 
think that the film makers have 
finally run out of good ideas, 
especially in dragging old 
Charlie Bronson's foot back 
out of the grave to be yet 
agian that Never Die Vigilante 


in Death Wish IV. 

All you horror freaks 
will be happy to know that 
Jason is back in Friday the 
13th Part VI, and that they are 
planning to make thirteen 
parts in all. OH NO !! 

Just when you 

thought it was safe to go back 
to the cinema Jaws 'The 
Revenge’ will be lurking inside. 
This is yet another update in 
the title which was orginally 
Jaws 4, then Jaws 1987. Can 
this be the great shark film we 
were expecting after Jaws 1 + 
2 and not the garbage we got 
in Jaws 3D. 

Aliens which was 
released at the end of April 
was fitted with a new anti¬ 
piracy called Macrovision. 

This only the second time the 
device has been fitted to a 
video tape. The first was 
done on a low budget movie 
called 'On Dangerous Ground’ 
(Warner Home Video). But 
does it work ? They say it 
does. I have not tried to copy 
it myself but if anyone has 
drop us a line at H & D telling 
me what happens. 

RCA/Columbia 
confirmed that it has secured 
the rights to the multi-oscar- 
winning Vietnam movie 
'Platoon' and has tentatively 
pencilled in a January 1988 
release date. Also from from 
Columbia the film Stand By 
Me is set for a March/June 
1988 release. 

That’s all for this 
issue. Be back again soon. 
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1338 - 

The 

Saga 

Continues 

As I write this, the sun 
is beating down from a clear 
blue sky, strange for 
Manchester we know, but 
anyway as I search for 
inspiration, one thought keeps 
returning. What the hell am I 
doing here! I could be out 
enjoying the sun, but 
dedication to our fan prevents 
me and keeps me at my desk. 
So much has happened in this 
small corner of British industry 
since I last wrote. More new 
faces have been dragged off 
Maggie's dole queue in an 
effort to make H & D great, 
well average, anyway. A 
number of puzzles have also 
been resolved, so I'll try to put 
together the facts. 

First the good news. 
Liz has finally been completely 
exonerated to the relief of the 
staff and no doubt our reader. 
You may know that Liz was on 
her final warning after there 
was no explanation for files 
that were going missing. It was 
actually industrial espionage, 
and the person actually 
responsible was, wait for it, 
the cleaner. Well I guess 
you're as flabergasted as we 
are at this news, but our 
sweet old cleaner with the 
moustache was a spy. The 
facts came to light when the 
films we’d had printed came 
back and in among a whole 
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series of artistic nudes, which 
were quickly confiscated by 
Mr. H, were a series of 
photo's of pages of our Hints 
Pokes and Maps, and even 
more importantly one where a 
mirror on a wall perfectly 
captured an image of our 
cleaner taking the photo's. 

Mr. D informed the Police who 
managed to capture our 
cleaner hot footing it through 
Piccadilly, mop bucket in hand, 
ready to board a train to 
Shropshire. It turned out in 
fact that the company she 
worked for had minor links in 
the world of computer 
magazine publishing, who had 
used her as a spy to get inside 
information on the H & D 
empire. Mr. H immediately 
threatened legal action 
against the company, but 
after some reversed charge 
calls to Ludlow, Mr. H. agreed 
with a gentleman called Roger 
who was apparently high up in 
the organisation, that they 
could settle out of court with 
the defendants agreeing to 
sell off one of their 
publications as compensation. 

As a result of this 
lapse in security, Joe was 
delegated to organise a 
sweep of the office to make 
sure that there were no bugs 
planted. Unfortunately chaos 
reigned when a firm complete 
with hoovers strapped to their 
backs and going by the name 
of Bug Busters arrived, and 
the offices had to be vacated 
for a day whilst they went 
around spraying things. Mr. D 
had to explain to Joe that this 
wasn't quite what he had in 
mind but at least it got rid of 
the smell of Carl’s... sorry Liz's 


perfume, and everyone felt a 
little high for a few days, so 
much so that Mr. D plans to 
get them back again in the 
very near future. 

The mystery of Mr. 

H's behavior was finally 
resolved, and it was revealed 
that there were in fact two 
Mr. H's. Twins, now who said 
God hasn't got a sense of 
humour? Percy got the shock 
of his life when he Dumped into 
the two of them one morning, 
both sitting either end of a 
desk like a pair of Toby Jugs. 
Mr. D. was a little perturbed 
when told and wondered how 
he was going to manage with 
two of them, but although, 
apart from a beard on Mr. H, 
they are identical, their 
temperaments are totally 
different. We all know about 
Mr. H's obvious capitalist 
tendencies, but his brother is 
a kind considerate left wing 
activist! For some strange 
reason Mr. H has had to allow 
his brother to join the firm, 
although they obviously don't 
get on. Brother H as he would 
like to be called quickly 
formed a Union amongst the 
down trodden H & D masses. 
The dues are a little high at 
£25 per week, but as Brother 
H explains, as full time 
convener he needs to quickly 
build up the finances, if he is to 
be able to take industrial 
action. Liz has been the first 
to'pay up because of what 
she’s been through the last 
few weeks, and Brother H is 
now pursuing an equal 
opportunities and victimisation 
claim against the company, 
and we can expect some 
heavy negotiations over the 




next few weeks. 

The Gobble problem 
refuses to die, and the latest 
blow has been the reluctance 
of the City Council to drop the 
committee that's looking into 
the Gobble statue. They have 
sent a summons to Mr. D, and 
Mr. H to appear before the 
Chair Person, a Mister 
Mirage Vendis who dwells at 
the Church of God The Light 
for Freedom somewhere in 
Whalley Range. They’re 
accused of discrimination 
against Turkish minorities, 
racism and blatant Fowlism. 
What with this and Union 
problems, Mr. H is becoming 
very worried. 

To add to poor Mr. 

H's worries, he stumbled 
across various adverts asking 
for art-work for the 
handbooks. Mr. H. told Mr. D. 
that there was no need as he 
does all the art-work, but in a 
rare moment of candour, not 
too say outright courage, Mr. 

D. told him that his drawings 
were just not good enough 
and they had never used any 
in the Handbooks. Mr. H. dug 
out his three copies of the 
handbook, all with his art-work 
in, and Mr. D. twisted the knife 
by telling him the whole truth. 
Mr. H. looking drawn asked to 
be alone. Mr. D. feeling a lot 
better, got on the phone to 
advertise for an artist. A few 
days later came the day for 
the interviews, and amongst 
all the average talent came a 
lad called Dominic, Six foot 
thirteen inches in his stocking 
feet. Mr. D thought it was odd 
him having no shoes on, but he 
knows what these arty types 
are like. Mr. D. informed Mr. 


H, over the phone as he was 
accepting no visitors, that 
he’d taken an artist on the 
payroll, to which Mr. H. was 
very mature and now even 
refuses to answer phone calls. 

Mr. H’s mood was 
affecting the staff and so Mr. 

D. asked Percy to arrange a 
trip for Easter Sunday, to try 
to cheer the staff up. Percy 
being a horse racing fan 
arranged for the staff to go to 
Brighton for a day at the 
races. The day came and they 
all piled into the Company 
Reliant Robin, Percy insisted 
that they all be blindfolded, as 
it was a mystery trip, and a 
couple of hours later they 
arrived. Percy removed all 
the blindfolds and announced 
"here we are, Brighton", Mr. 

D. was a little puzzled, he'd 
never been to Brighton, but 
he knew that they had only 
taken a couple of hours, and 
why was Brighton full of Stan 
Boardman's, perhaps it was a 
Scouse holiday, but anyway 
they valiantly tried to find the 
racecourse with little success. 
To ensure the day wasn't a 
complete washout Mr. D. 
suggested that they tried to 
find the nudist beach. They 
trudged down the front, but 
the only bums they saw were 
a couple of tramps rifling 
through bins. The lack of 
nudists was attributed to the 
chilly weather, so throwing 
caution to the wind Carl 
stripped off and everyone 
else followed suit, ft was not a 
pretty sight but at least the 
sight of people getting back 
to nature had brought a few 
sightseers to the front. They 
had just begun to enjoy 


themselves when along came 
the police, and, to Mr. D's 
horror, arrested them all. 

Back at the station Mr. D. 
explained that they were just 
taking advantage of the 
famous Brighton nudist beach, 
and was totally dumbfounded 
when the police officer 
informed him that this was New 
Brighton. After checking the 
staff for any signs of drugs 
they were set free, and as the 
day was such a 
disappointment they decided 
to go back home. 

After dropping 
everyone off Mr. D. took the 
Company Robin back to the 
company car park, and was a 
little puzzled to see the lights 
on in Mr. H's office. Mr. D. 
went into check that 
everything was OK, but when 
he entered the office a sad 
looking Mr. H. was at his desk, 
and didn't even acknowledge 
Mr. D’s presence. Mr. H 
slowly opened his drawer, and 
Mr. D stood frozen as Mr. H. 
pulled out a pistol and slowly 
raised it to his head. 

Could this be the end 
of Mr. H, indeed H & D 
Services? Will he pull the 
trigger? Will Mr. D stop him? 
Does he even care? Find out 
in the next rivetting episode 
of the 1338 saga. 


No part of this publication 
may be reproduced in any 
form, or by any means, 
mechanical, electronic or 
otherwise without specific 
written permission from 
H&D Services. All rights 
reserved including 
translation into other 
languages. 
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WANTED ALIVE OR DEAD 

REWARD OFFERED 

£10 Software value 

We are on the lookout for Solutions, Hints, Maps and 
Pokes for our handbooks. Senders could find 
themselves entitled to free software of their own 
choice, with the option of even greater reward for 
regular contributors. 

Please follow these simple rules: 

1. Write neatly or if possible type your contribution. It helps if you state which 
machine they were produced for. 

2. Maps should be easy to read although the size now matters little as we 
have to re-draw them for the Handbook. 

3. If you need your work back then please send a stamped addressed 
envelope. 


Subscription Rates. 


What Poke? The Spectrum handbook is available at 3, 6 and 12 
issue rates. All include P/P to your home. 


3 issues £2.75 
6 issues £5.00 
12 issues £9.00 


Back Issues 1 to 17 of the Arcade Handbook are still available at £1 
each, or all 16 for only £13. 


What Poke? The Spectrum Handbook issue 19 will 
be available from June 16 th 1987 . 
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